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I. PLAYER SECTION 


1. INTRODUCTION 
Role Playing in the World of James Bond — Note For Experienced Role Players 
— Materials of Role Playing — Glossary of Terms — Game Concepts — Example 
of Play — Beginning Characters 

2. CREATING A CHARACTER 
Characteristics — Generation Points — Filling Out the Character Record — 
Money — Optional Rules: Weaknesses and Areas of Knowledge 

3. SKILLS 
How Skills Are Used in Play — Abilities — Skill Formulas — Successful Use of 
Skills — Skills List — Abilities List 

4. COMBAT 
Action Rounds — Combat Movement — Speed and the ‘‘Draw’’ — Damage — 
Fire Combat — Hand-to-Hand Combat — Weapons — Scars — Healing — Notes 
on Combat 

5. CHASES 
The Chase Sequence — Maneuvers — Fire Combat — 

Mishaps — Tailing Jue 

6. HOW TO INTERACT WITH NON-PLAYER CHARACTERS @& ¥* 
Persuasion — Seduction — Interrogation — Torture 

7. GAMBLING AND CASINO LIFE 
Card Games — Roulette — Casino Gambling Life 

8. FAME 
How Fame Points Are Used in Play 

9. HERO POINTS 
Hero Points in Play — NPC Survival Points 
10. EXPERIENCE AND CHARACTER GROWTH 
Character Rank — Using Experience Points 
11. EQUIPMENT 
Weapon Descriptions — Vehicle Descriptions: 
Land, Air and Water — Miscellaneous Equipment 
— Vehicle Modifications — Damage and Repair 
of Equipment 


li. GAMESMASTER SECTION 


12. HOW TO BE A SUCCESSFUL GAMESMASTER 

Mission Guidelines — Elements of a Mission — Working with the Players — 
During a Mission — Tracking the Characters — Time — Playing NPCs During a 
Mission — Personalizing Major Villians — Contacting M.1.6 

13. HOW TO USE NON-PLAYER CHARACTERS 

NPC Creation — Shady Contacts 

14. NON-PLAYER CHARACTER ENCOUNTER SYSTEM 

Using the Encounter Tables — Encounter Descriptions 

15. M.1.6 

Branches of M.1.6.: Internal Security, Internal Affairs, Records, Files, 
Cryptography, Photoanalysis, Media Analysis, Internal Communicatoins, 
Interrogation, Briefing and Debriefing, Surveillance, Counterintelligence, 

External Communications, Intelligence, Operations, and Investigation and 
Enforcement — Personnel 

16. JAMES BOND AS A NON-PLAYER CHARACTER 

James Bond’s Background — Having Bond Appear in a Game — Saving the Day 
17. TAROT 

TAROT Subsections 

18. ALLIES AND ENEMIES 

Allies — Enemies 

19. THRILLING CITIES 

Hong Kong — London — Nassau — Paris 
— Rio de Janiero — Tokyo — 
Travel Times 

20. THE ISLAND OF DR. NO 
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The World's Most Famous Secret Agent 


is Now the 


World's Most Exciting Role Playing Game! 


Now all of the Fun and Excitement 


of the Popular Movie Series 
will come to Iife 
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BASIC GAME #35000 $9.95 
The Basic Game book offers players all the rules needed to play the 
James Bond 007 Game. An introductory solitaire adventure — The 
island of Dr. No — is also included, illustrating how the various rules 
work while allowing you to get right into the action. 
BASIC SET #35002 $12.95 
The complete James Bond 007 Basic Set, handsomely packaged in 
a box, comes with: 
¢ The Basic Game book, filled with illustrations from the movies and 
containing all of the game rules plus an introductory adventure. 
e A pad of twelve 8” x 10%” Character Records for repeated play. 
¢ Two 6-sided and two 10-sided polyhedral dice — the only dice 
needed to play the game. 
Q MANUAL #35001 $9.95 
With over 150 illustrations and color drawings, the Q Manual in- 
cludes weapons, vehicles, and covert devices used in the James 
Bond movie series, plus additional items that players can bring with 
them on a mission. Simple mechanics allow you to incorporate these 
items easily into the James Bond 007 Role Playing Game. 
Not only role players, but James Bond aficionados and spy genre 








OCTOPUSSY ADVENTURE MODULE #35004 
What has happened to a fabulous Tsarist treasure? 

BRIEFING: Somewhere in India, the mysterious Kamal Khan is 

finalizing a plot that will throw the world into chaos. Elsewhere, in 

her island palace, the beautiful Octopussy is scheming to multiply 
her store of priceless jewels. On another continent, a jewel of death 

— the exquisite Faberge Egg — is being sent to an unknown destina- 

tion. Players must find a link among Kamal, Octopussy and the 

Faberge Egg to defeat a plot of international import. 

The Octopussy adventure module comes complete with: 

¢ A colorful, fully illustrated, 48-page Gamesmaster Guide contain- 
ing all information necessary to play out a mission. 

e An Agent Briefing Dossier with 8 colorful Mission Information 
Sheets, each a clue to help players unravel the mystery of the 
Faberge Egg. The dossier comes in a replica of an M.1.6 envelope. 

e A full-color wrap-around folder featuring a portrait gallery of the 
major characters to be encountered on a mission. 


$6.95 
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readers will enjoy the Q Manual for its descriptions of items and the 

excellent technical illustrations. 

GAMESMASTER PACK #35005 $8.95 

This exciting package is designed expressly for the James Bond 007 

Gamesmaster and brings the excitement of all the movies into the 

home — every day and any day! Characters like Jaws, Oddjob, Felix 

Leiter, Anya Amasova, and James Bond himself come to life for you 

in full-color figures that are used during play. The perfect package 

for every Gamesmaster. Each Gamesmaster Pack contains: 

e A full-color 11” x32” screen with charts and tables used by the 
players and Gamesmaster during an adventure. It makes play easy, 
fun, and exciting. 

¢ Specially designed, contoured, die-cut figures with plastic bases, 
giving players exciting visual representations of vehicles that may 
be used and the characters they are playing or playing against. 

¢ An 11” x17” grid on which the contoured figures can be moved 
to create high-speed car chases and wild gun duels. 

e A pad of forty 8” x10%” Character Records for developing 
characters and keeping track of their missions and their growth in 
skills as you work towards the prestigious ‘‘OO”’ rank. 


GOLDFINGER ADVENTURE MODULE #35003 $6.95 
ls someone tampering with the world’s gold supply? 

BRIEFING: International industrialist Auric Goldfinger is suspected of 

smuggling gold out of England. But there is no solid evidence against 

him. Are Goldfinger’s actions merely the work of a greedy man, or is 
he plotting more sinister designs against an unsuspecting world? 

The Goldfinger adventure module contains: 

¢ A colorfully illustrated, 48-page Gamesmaster Guide with all the 
major characters, locales, and excitement of the original film. 

e An Agent Briefing Dossier with 8 Mission Information Sheets — 
all holding clues to the activites of Goldfinger. The dossier comes 
in a replica of an M.1.6 envelope. 

e A four-color wrap-around folder printed on the back with maps of 
the major areas where encounters may occur. 
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